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On the Monsters That Were: Slinger 


Slinger 


Instead of a description followed by combat 
stats, you get itemized lists of effects, attacks 
and the like. 


This is a tiny six-inch long reptile with a ten-inch 
tail. 


Apparently, its scales means only its very tinny 
tiny eyes are vulnerable, and it's immune to all 
piercing and slashing weapons except crossbows 
due to their inability to penetrate (including "swords"). 


Oh, it flings barbed spines, walks on walls with a speed of 20", "always have the advantage in hand-to-hand 
combat", leaps 10 feet, hit with a 90% chance regardless of armor if within 4", and you know, save or die 
poison. 


Apparently they attack any creature within 50' because they are territorial. And when | say attack, | mean 
"emits a musk-like scent that will cause the other slingers in the colony to attack". 


It gives some advice to adventurers! 


e Don't touch! 
e Stay 50' away and pick them off with a crossbow! 


« Throw a captured creature (or a disliked party member) into the nest and bypass them in the 
confusion! 


Sounds like fun at parties. 


It's not all deadliness and immunities though. Slingers are totally susceptible to fire, both natural and 
magical. Apparently you can "try [your] luck" by wading in in full armor with a mace. "A sound blow from a 
mack(sic) will not crack the slingers scales, but will do enough internal damage to kill the slinger." Or, you 
know, 10% to hit the eyes. Or getting their musk and using it against them to cause them to attack each 


other. 


But you know, 200 gold per live slingers who can be milked for their antidoteless poison, and 50 gp per 
corpse. And if you kill enough (20-25) you can make 1/2 weight plate from their hides. 
From Dragon Magazine #28, Page 50 


Hack & Slash 


You might also like: 


wy 
f 
£ 
ee 


PRA 


TE 
E 


On the Monsters On the Monsters On the Monsters 
That Were: Horast that Were, that Were: Curst 
Spinescale 
Posted by -C at 1/15/2014 07:00:00 AM bal MOEA c+ 


Labels: history, monsters, series (monsters that were) 


1 comment: 


dE LS January 15, 2014 at5:25 PM 
Every time | think my monsters are too mean, | find something like this... 


Reply 


Enter your comment... 


Comment as: Google Account Y 


Publish Preview 


Newer Post 


Home Older Post 


Subscribe to: Post Comments (Atom) 


Subscribe To 
Posts 


E Comments 


Subscribers of Hack & Slash 


+Jeff Russell of Blessings of the Dice Gods 
+Anders Nordberg of Deep Delving 

+Derik Badman of MadInkBeard 

+Mark Gedak of Purple Duck Games and the Monsters of Porphyra 
+Erik Tenkar of Tenkar's Tavern 

+Beloch Shrike of Papers and Pencils 

+Chris McDowall of SoogaGames 

Jeff Grooms 

Paolo Marino of Par-Mar 

+Mark Knights of RPG Knights 

Stephen Brandon at The Duchy of Brandonshire 
+Hans Chung Otterson at Little Plastic People 
+Richard Pratt at Muse, Venture, Throw, Seek 
+José Carlos Domínguez at A Paladin in Hell 


Support Hack & Slash on Patreon 


Tags 


1st edition (19) 4th edition (6) 5th edition (78) A-Z (26) Ability Scores (6) alchemy (39) alignment (2) armor class (3) 
art (29) Backgrounds (18) Blog Compendium (3) blogs (52) boardgame (5) book review (5) classes (37) 
commentary (74) critical hit (15) DCC RPG (8) death (23) Deathless Gods (3) dice (3) Dominions 4 (1) Dragon 
Magazine (10) dungeon (9) Dungeons and Dragons (71) Dungeonslayers (2) Ecology (30) experience (6) feats 
(3) Fight On (2) Forgotten Realms (2) forums (8) Frozen Throne (1) game aids (61) game review (26) Gygax (9) 
gygax design (3) Hack & Slash TV (2) Hackmaster (44) Hearthstone (2) henchmen (3) hexcrawl (14) Hexmap (2) Hexplore 
(1) history (11) Hoard of the Dragon Queen (16) holiday (5) honor (4) illusionism (6) Initiative (5) Kickstarter (1) level up (2) 
magic (4) magic items (5) Mail (31) mapping (4) megadungeon (29) Megadungeon Magazine (5) miniature (1) 
monsters (25) movement (5) music (2) Numenhalla (17) off-topic (6) Old School Hack (2) On the Non-Player Character 
(8) Pathfinder (29) Patreon (5) Perdition (10) personal (36) Phandelver (4) player agency (28) psionics (5) 
published books (6) races (14) random encounters (6) random tables (37) role-play (12) rules (38) Rythlondar (2) 
saving throw (4) series (adventure design) (16) series (avoiding death) (7) series (characteristics) (4) series (design 
demon) (3) Series (design patterns) (2) series (early tropes) (14) series (hidden resources) (8) series (iconic characters) 
(5) series (interesting treasure) (49) series (interviews) (6) series (megadungeon hooks) (2) series (megadungeon 
zine) (2) series (megadungeon zone names) (8) series (megadungeon) (11) series (memorization effects) (10) series 
(monsters that were) (4) series (Notebook) (2) series (Numenhalla gods) (3) Series (personalities) (1) series (population center) 
(10) series (population procedures) (9) Series (Principled Profit) (5) series (Quantum Ogre) (4) series (set design) (4) Series 
(Solo Quest) (2) series (structure design) (5) series (table index) (2) series (theory defined) (3) series (top 10) (24) series 
(tricks/traps) (66) series (Wednesday review) (18) series (yellowdingo fungi guide) (4) session log (28) session log 
(player) (2) Shadowrun (3) skills (49) Snarfquest (1) spelljammer (7) spells (22) Stone and Shadow (1) Streaming (1) Swords 


+ Wizardry (2) system neutral (56) tabletop games (13) television (8) theory (117) thoughts (73) transcript 


(6) treasure (23) tricks and traps (51) Unused Content (146) vance (3) video games (26) 
videos (9) wavecrawl (1) weather (1) weekly release (7) wilderness (4) Wizardry (2) women (2) 


Powered by Blogger. 


